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Leaders guide for  
Ethical Profit Game
Ethica - The Ethical Finance Game is an 
educational board and role play game, 
including the roles of families, bankers and 
entrepreneurs, which explores the social and 
environmental impacts of personal banking, 
investments and businesses. 

This guide is for teachers, educators, youth leaders 
and trainers who plan, set up and manage the game. 
Collectively they are referred to as leaders.
The game is for 6 - 27 players.
It is targeted at players who are 15+ year olds in schools, 
colleges and universities as well as youth/student groups, 
adult education and community groups. 
This game assumes and builds on some previous learning 
about basic financial literacy.
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  Aim 

Ethica is an education game to explore the social 
and environmental impact of savings, investments 
and business – focusing on ethical finance, banks 
and personal money management. It will help indi-
viduals make more informed and ethical decisions 
about their personal money management.

  Objectives

Players will:
• Learn how personal savings and investments 

can affect other people, the planet and the global 
economy – for better and for worse.

• Understand the pros and cons of different invest-
ments and savings, and their levels of financial, 
social and environmental risk.

• Understand money can be a tool for both sustain-
able and unsustainable development in a range 
of businesses.

• Understand how banks can use and abuse the 
money we invest in them.

• Understand how we can influence banks and 
businesses by choosing our bank or investing our 
money. 

• Be able to make more informed, ethical choices 
about how we can use and invest our money in 
a socially and environmentally responsible way.

  Statements 

These statements describe what players are expected 
to have learned and be able to do after playing the 
game. They are sometimes called expected learning 
outcomes.

  Round 1
• Your choice of savings and investments can 

match your own values.
• Customers have a choice about where to open a 

bank account and deposit savings. This choice 
can depend on how the bank manages the 
customer’s money. 

• Personal money put into a bank account is not 
dormant. It can be used by the bank to make 
more money in a variety of ways eg. to buy shares 
in a business.

• Money put into a bank savings account can earn 
fixed interest at high, medium and low levels 
depending on the financial risk of whether it will 
guarantee to make a profit.

• Money can make money through savings, invest-
ment and trade.

• Banks invest the money that is in personal 
savings accounts and investments in a wide 
range of businesses all around the world. 

• Both banks and customers have rights as well 
as responsibilities. They also have choices about 
how they use their money, and may take financial 
risks when making these choices. They may make 
money by putting their money into savings and 
investments. But they may also lose money as 
there are financial risks.

  Round 2
• Customers can ask their bank, and shareholders 

can ask their business, how they invest and use 
their money.

• Customers and banks can regularly change 
their investments with particular businesses, 
depending on how profitable, and ethical, they 
are likely to be. Annual reports and world news 
often gives clues.

• Customers have a right to ask banks about how 
they decide where to make their loans and invest-
ments.

• Customers can influence banks and businesses 
by their choice of bank and type of saving and 
investment to individuals and businesses.

• Customers can influence the lives of other people, 
the care of the planet and the global economy 
by their choice of bank and type of savings or 
investment. 

• High profits, as well as high losses, can come 
from taking high financial risks.  

• Ethical banks offer loans and make investments 
for activities that have a positive social and envi-
ronmental impact.

• Ethical finance offers a range of options to save 
or invest in activities with a positive social and 
environmental impact. 

• Everyone can make the choice to invest or save in 
an ethical manner.

  Round 3
• As in Round 2 above.
• Banks may offer loans to new enterprises but 

also expect interest to be paid on the loan.
• Customers can become entrepreneurs to set up 

enterprises which could be cooperatives.
• Several people can cooperate and join together to 

create a new business.
• New business enterprises can be created by 

cooperation between people in a community.
• An entrepreneur can set up an enterprise using 

bank loans and a partnership with other entre-
preneurs.

Learning
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The Ethica website (www.ethica.co) provides 
further guidance, information and downloadable 
files. The Ethica UK network website (http://ethica.
grouply.com) is linked and provides an opportunity  
for ideas, feedback and further information from 
leaders. It also provides a wide range of additional 
updated resources and further guidance related 
specifically to the UK. So it will include: 

• extended guidance
• fit with the curriculum
• feedback from leaders
• further activities and lesson plans
• real life examples
• online references and videos
• related games
• regular blog

The game builds on basic financial literacy to 
explore the link between morals and money. It 
links personal financial education to education for 
sustainable development and sustainable consump-
tion. This is particularly important in the current 
economic climate. Many people are worried about 
the credit crunch and its impact on their lives, now 
and in the future.

  Personal finance education

Personal finance education aims to increases 
the ability of all students, from every social and 
cultural background, to manage their finances and 
to become a confident, questioning and informed 
consumer of financial services (DCSF, 2008). 

This game will enable players, from every social 
and cultural background, to make more informed, 
choices about their finances and to become a 
confident, questioning and informed consumer of 
financial services. It will help them gain an under-
standing of money and to be better prepared to 
meet some of the financial risks they will encounter. 
It can help them understand the advantages of 
saving, the risks of borrowing, as well as the issues 
to consider when choosing a financial service from 
a bank or other institution. It will also introduce 
them to the advantages of cooperatives and the 
opportunities for funding new enterprises.

Personal financial  education has the potential 
for developing greater awareness of social, envi-
ronmental and ethical issues at both local and 
global levels. This may overlap with other learning 
programmes such as those more specifically on 
education for sustainable development and citizen-
ship. 

Basic financial literacy teaching material for leaders 
and financial advice for learners is on www.money-
makesense.co.uk for 15 -19 year old learners and on 
www.fin-lit-resources.org.uk for adult learners.

  Education for sustainable development

Education for sustainable development  (ESD) 
explores the complex and uncertain links between 
people, planet and profit – or equitable societies, 
healthy planets and sustainable economies. Actions 
and investments in one part of the world can have an 
impact on distant people and places.  ESD develops 
skills such as comparing evidence, listening to 
different perspectives, understanding connections, 
making informed choices, reaching consensus, and 
collaborating with others to make more sustainable 
lifestyle choices. 

Ethical finance and investment provides a poten-
tial bridge between an unsustainable present and 
a sustainable future – placing finance squarely at 
the heart of solutions to issues such as climate 
change and human rights. Across all of sustainable 
development’s three pillars of ecology, equity and 
futurity, the need for investment strategies which 
serve this transition is increasingly evident. Put 
simply, the world’s capital markets fail to tell the 
ecological truth by masking the environmental and 
social consequences of economic growth. 

ESD is not education about environment or 
sustainable development, ...but includes learning 
about values, human rights, good governance, 
economics and culture.
Two concepts One goal – Education for interna-
tional understanding and Education for sustain-
able development. UNESCO

Website

Education approaches
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  School education

The game particularly supports financial capability 
as set out in the national curriculum programmes 
of study, especially for PSHE education, citizenship 
and mathematics.

PSHE: Economic wEllbEing 
and financial caPability 
The game supports the Programme of study of 
economic wellbeing and financial capability:
• rights and responsibilities at work and attitudes 

and values in relation to work and enterprise
• personal budgeting, wages, taxes, money 

management, credit, debt and a range of financial 
products and services

• risk and reward, and how money can make money 
through savings, investment and trade

• how and why businesses use finance
• social and moral dilemmas about the use of 

money.

Importance statement:
Education for economic wellbeing and financial 
capability aims to (enable young people to) ...
develop as questioning and informed consumers 
and learn to manage their money and finances
effectively.

Capability:
• Exploring what it means to be enterprising.
• Learning how to manage money and personal 

finances.
• Becoming critical consumers of goods and serv-

ices.

Risk:
• Understanding risk in both positive and negative 

terms.
• Understanding the need to manage risk in the 

context of financial and career choices.
• Taking risks and learning from mistakes.

See:
 › PSHE: Economic wellbeing and financial capa-

bility Programme of study (non-statutory) for key 
stage 4. 
http://curriculum.qcda.gov.uk/uploads/
QCA-07-3347-pEconoWell4_tcm8-394.pdf

citizEnSHiP
Citizenship helps young people make sense of the 
world today and equips them for the challenges
and changes facing communities in the future. The 
programmes of study for citizenship require young 
people to learn the relationship between their own 
finances and financial decisions and those of local 
and national government. As they learn to play 
an active role in school, local, national and global 

communities, young people consider the financial 
implications of their own and others’ decisions:
• Assess, undertake and manage risk
• Understand financial risk and reward
• Explain financial terms and products
• Risk and reward, and how money can make 

money through savings

Investment and trade:
• How and why businesses use finance
• Social and moral dilemmas about the use of 

money.

See:
 › Personal, social and health education and 

citizenship. Qualifications and Curriculum 
Development Authority.
http://orderline.qcda.gov.uk/gempdf/ 
144590022X/P_scales_PSHEE.pdf

The game also relates to:
 › Guidance on financial capability in the 

secondary curriculum: key stage 3 and 4 
www.education.gov.uk/publications/
eOrderingDownload/7864-DCSF-Guide%20to%2

 › Personal Finance Education: effective practice 
guide for schools. NFER. 2010. 
www.nfer.ac.uk/nfer/publications/LMM02/
LMM02_home.cfm?publicationID=466&title= 
Personal%20Finance%20Education:%20 
Effective%20practice%20guide%20for%20schools

matHEmaticS
Most of the stages of the game enable students to 
apply their mathematical knowledge, skills and 
understanding to relevant real-world financial 
situations. It requires them to calculate accurately, 
using mental methods or calculating devices as 
appropriate.
It also enables them to engage in mathematical 
discussion of results that involve concepts like 
percentage, annual and compound interest, as well 
as judging the winning scores. The players do this 
by working collaboratively as families and banks 
needing to keep accounts and make a profit, as 
well as doing this with social and environmental 
responsibility. 
Stage 1 Negotiating a bank loan and calculating
 the potential interest on the loan.
Stage 2 Comparing the ethical, basic and 
 long-term Savings accounts.
 Analysing levels of financial risk. 
Stage 3 Calculating good or bad economic years
 using the throw of the die.
Stage 4 Calculating the value of the share 
 investments.
Stage 5 Calculating the interest from the low,
 medium and high risk Savings account.
 Calculating the annual interest rate.

Fit with the Curriculum
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Stage 7 Calculating the adjusted investment or 
 annual dividend at the end of the year.
Stage 8 Reviewing the counters on 3 tracks 
 (Profit, People and Planet).
 Judging the winning scores.

See:
 › Mathematics - Programme of study for key stage 4

http://curriculum.qcda.gov.uk/uploads/
QCA-07-3339-p_Maths_4_tcm8-404.pdf

The Government recognises the importance of 
young people developing the capability they need 
to make informed decisions about their personal 
finances. The current economic well-being and 
financial capability strand of Personal, Social, 
Health and Economic education (PSHE), at key 
stages 3 and 4, provides a framework for students 
to learn about financial decision-making and how 
to use a range of financial tools and services. 
Nick Gibb (Minister of State (Schools), Education
March 2011

  Further education 

Financial literacy education has the potential for 
developing greater awareness of social and ethical 
issues and this may well overlap with programmes 
devoted to citizenship. Much discussion about 
managing personal  finances in class can moved 
on to social, environmental, political and ethical 
problems.
Issues such as the role of financial institutions in 
supporting personal debt, the reasons for recent 
increasing house prices and its effect on young 
people, the value of self-employment and the 
advantages and disadvantages of being a wage 
earner in an institutionalised setting are readily 
appreciated by young learners. So there is much 
scope for allowing a course on financial literacy 
to overlap with considerations of democracy and 
global citizenship and what this means in contem-
porary society.

See: 
 › Financial literacy for vocational learners in 

further education The Basic Skills Agency. 2007.
http://shop.niace.org.uk/financial-literacy-fe.
html

There is no compulsory curriculum in further 
education colleges. It is for individual colleges to 
determine how they respond to local community 
needs. It is for the sector to determine its improve-
ment needs and ensure that the Learning and 
Skills Improvement Service (LSIS) supports them in 
meeting these needs. The LSIS see financial capa-
bility, numeracy and maths as key priorities for the 
sector. 
Nick Gibb (Minister of State (Schools), Education
March 2011

  Higher education

See: 
 › Student awareness of personal finances in higher 

education
http://www.heacademy.ac.uk/assets/hlst/
documents/case_studies/marriot.pdf

Universities provide advice for students on 
managing personal finances as part of their 
support services. 
Nick Gibb (Minister of State (Schools), Education
March 2011

  Adult education

The Money Advice Service website site offers clear, 
unbiased, money advice, information and tools to 
help young people as well as adults take charge of 
their finances at all life stages.
See:
 › Money Advice Service

www.moneyadviceservice.org.uk

The National Institute of Adult and Continuing 
Education  (NIACE) provide a wide range of support 
for financial learning by adults.
See:
 › NIACE’s financial learning work

http://www.niace.org.uk/current-work/area/
financial-learning
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  Special Educational Needs

This game can be readily adapted for players with 
moderate learning difficulties.
• Where players find concentration difficult and 

require short learning sessions, the game can be 
shortened to just round 1, with just two banks. 
Also either the Savings account cards or the 
Investment cards could be removed from the 
game. Also the leader could declare that it is a 
good economic year or that it is a bad economic 
year, rather than throwing the die to calculate 
this. 

• Where players require activities that provide a 
clear sense of achievement, an annual increase 
in investments or savings can be considered a 
positive financial outcome. Any annual decrease 
can be discussed as a financial risk – but one 
that can be minimised.

• Where players have difficulty transferring 
concepts from one context to another or recalling 
them over time, the game can avoid using the 
map of the world.

• Where players find written instructions off-
putting, the leader can re-write the summarised 
rules on page 9 of the Guide, taking account of 
any changes mentioned above. These can then be 
described by the leader at each stage.

• 
At this simpler level players can:
• Learn that banks can be used to save money and 

that they do not just store it until it is needed 
again by the customer.

• Learn about the way banks can invest their 
money that can either benefit or harm other 
people and their livelihoods, as well as the 
natural environment.

• Think about topical social and environmental 
issues, problems and events in the world by 
taking part in discussions with other players 
about the pros and cons of different investments 
and savings.

• Learn how to respect the views, needs and rights 
of people in other countries who may be affected 
by unethical business and bank practices. 

• Understand that their expressed views or their 
financial actions can potentially bring about 
change.

• Prepare for the transition to adult life and make 
their views known about their financial deci-
sions.

See:
 › Planning, teaching and assessing the curric-

ulum for pupils with learning difficulties
http://webarchive.nationalarchives.gov.
uk/20080520150154/http://www.qca.org.uk/
qca_1953.aspx
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The person who runs the game will have different 
roles at different stages of the game – as planner, 
facilitator and educator.

  As planner

The leader needs to plan the arrangement of the 
room, the roles of the players, and the stages of 
introduction, play, discussion, conclusion and 
extension. Most importantly they need to identify 
the time available, prior knowledge or experience 
of the players in order to build on it. The game is 
designed to be adaptable in terms of educational 
level of the players, objectives of the leader and 
time available.
• Matching objectives - Fit the objectives of your 

planned teaching and learning to the objectives 
of the game.

• Reading this Guide - Consider how you might 
enable players to relate it to their own personal 
financial management and provide real examples 
after the game.

• Reading the Rules - Consider your role as a 
facilitator/ educator and how you might intro-
duce the game.

• Looking at the Ethica websites – Consider 
downloading resources, information, examples 
etc. from  the UK network website (http://ethica/
grouply.com) and the Ethica website (www.
ethica.co).

• Fixing the timing - Decide on the timing and 
which version (described in the Rules) of the 
game should be played to suit your group, your 
objectives and the time available, including the 
number of rounds (years).

• Arranging game components - Look at the 
contents of the pack to see how they should be 
laid out. Sort the cards so they can be distributed 
quickly and easily for each year to the families 
and bankers.

• Arranging the room - Plan the position of 
tables for the bankers, families and game board, 
for example in the diagram.

• 

• Assigning roles - Plan who you might select 
for the groups of families and bankers. In the 
normal version (described in the Rules), there are 
6 family groups and 3 bank groups. The leader 
can act as a world banker. 

• Identifying roles – Consider giving players 
colour coded badges to represent their family or 
bank role.

• Briefing the players – The objectives, links to 
their previous learning and experience as well 
as  the components and rules of the game could 
be introduced using a flipchart, presentation or 
simple explanation. The roles and tasks of the 
players are briefly explained on the Help cards 
for the families and banks. Consider summa-
rising the Rules and main messages on a flipchart 
or presentation slide. If appropriate, prepare 
a presentation to introduce the game. Ask the 
players to play a particular role and make deci-
sions based on these roles, not necessarily on 
their own views. 

  As facilitator 

The leader needs to facilitate the role play, board 
play and discussion. Groups may need to be helped, 
prompted, encouraged, pacified, or controlled. They 
may need to prevent over-dominance of the game by 
one person or group and may need to intervene to 
raise morale or quieten feelings.
• Introducing – If the group is new and do not 

know each other, some quick icebreaker activi-
ties may be useful.

• Priming – The leader may need to check that the 
groups have understood their role and the stages 
of the game as described in the rules. The leader 
should wander casually from group to group so 
they are available to answer questions.

• Prompting – When the discussion starts with all 
the family and bank groups together, the leader 
may need to ask some opening questions to 
prompt or provoke, and perhaps ask a particular 
group to make a first statement.  

• Withdrawing – Once discussion is starting to 
flow the leader should try to transfer the focus 
of attention from themselves to other groups so 
that cross-group interaction becomes the norm. 
Then the leader may need to become referee and 
even judge. 

• Explaining – The rules of discussion and debate 
need to be used with occasional clarification and 
reiteration of points. 

• Troubleshooting – The game may fail to catch 
the imagination of the players so there may be 
pauses and embarrassing silences. In this situ-
ation the prompting role of the leader should be 
more active and even provocative eg. a player or 

Role of leader

Flipchart or presentation

Leader

Family 1

Family 2

Family 3

Family 4

Family 5

Family 6

Bank 2

Bank 1

Bank 3
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group may be asked if they would allow this or 
that or think it was fair. The Global News cards, 
or even a bit of news created by the leader for 
that moment, can act as a useful surprise. The 
players may also run out of steam before the 
planned end of the game. So it may be best to 
move on to a vote, the declaration of the winners 
or a debriefing.

• Being sensitive – During the debriefing players 
need to feel safe and comfortable to talk about 
their own or their parents’ experiences, and their 
own views and values. It can be a sensitive topic.

  As educator 

Most importantly the leader helps players to under-
stand and learn from the game. This is mainly in the 
debriefing after each round (or year) and at the end 
of the game. Concepts and themes need to be iden-
tified and highlighted, especially as they may be 
hidden or overlooked in the excitement of the game. 
The leader also needs to help the players relate the 
game to real-life examples  or issues. Students are 
more likely to be engaged in learning if they are 
taught in an interactive way, for example through 
group work and drawing on students’ own experi-
ences and views. However, individual leaders need 
to be allowed the freedom to manage the game in a 
way that suits them best.

• Building on the player’s previous learning 
and experience – For example you may ask 
– How do you keep the money you get or earn? 
- as cash, as an investment in possessions, in 
a current or savings bank account etc. How do 
banks keep the money you put in a bank? How do 
you choose between banks?

• Giving enough time for debriefing – It is best 
to do the debriefing within the playing period 
rather than at a later meeting. At the very least 
stop the play 15 minutes before the players have 
to depart.

• Stepping out of role – Firstly offer words of 
support and praise for the players. Then ask them 
to step out of their roles for the debriefing.

• Summarising the game – Initially an action 
replay of key moments is useful. The leader 
could involve a player or group in this re-telling, 
enabling them to also give their own views.

• Making it as real as possible - In order to 
engage students, leaders need to relate the game 
directly to students’ current lives and experi-
ences - to what they can do now , not just about 
what they can do in the future. This can involve, 
for example, getting them to think about why and 
how they might select or change banks, how they 
could encourage their place of study or work to 

invest more ethically.  Interviews with players 
confirmed that they liked it when the game was 
related to the leader’s own personal experiences 
–  where it wasn’t just telling them the facts, but 
relating it to real experiences. 

• Linking it to the current economic climate - 
One way to make the game real is to link it to the 
current economic climate. Young people are more 
aware of financial issues as a result of recent 
media coverage and may be curious to find out 
more about how banks work, the best deals, the 
dangers of borrowing, whether banks can fail or 
be trusted etc.  Leaders can exploit this curiosity 
as a way to prepare students for the future. 

• Evaluating the learning and the game – It 
is useful to evaluate the learning. This can be 
used for assessment of the learning based on the 
learning objectives and statements on page 3. .   It 
is also useful to evaluate the game itself. You can 
add your feedback to the Ethica UK network site. 
Did the group enjoy it and find it worthwhile? 
Did the management of the group help or hinder? 
Could they suggest improvements? Questions 
like these could be asked verbally if the leader 
thinks more honesty may emerge, or written on a 
simple evaluation form.

• Extension/ Follow-up – Players, as well as the 
leader, may like to do online research to explore 
ideas, examples and issues related to the game, 
including videos, additional short games and 
activities. 
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Play
Stages Round (Year) 1 Round (Year) 2

Round (Year) 3  
Only if enough time

Introduction Introduce players, aim, 
Help cards, game compo-
nents, rules, key terms 
(possibly with presentation 
or flipcharts)

Introduce cooperative 
enterprise

Family capital Have 100 Ethica to invest in 
a Savings account. Have 100 
Ethica to invest in a Share 
or Cooperative investment

Have original capital and 
interest (or deficit) from year 
1. Have an additional 100 
Ethica to invest.

No money distributed

Bank capital Have 3 marked cards and 
100 Ethica for each bank

Have 3 new marked cards 
and 100 Ethica for each 
bank

Have 3 new marked  cards 
for each bank

Developing 
profiles of families 
and banks

Confirm how ethical and 
risky each bank and family 
group will be

Select 2 families to create 
cooperative enterprise

1. Visiting the 
banks

Visit all 3 banks Visit all 3 banks Visit all 3 banks. Enter-
prise families create new 
cards and may ask for 
bank loan. Visit enterprise

2. Making  
decisions

Pay for saving and/or 
investment. Place coins on 
map

Pay for saving and/or invest-
ment. Place coins on map

Pay for saving and/or 
investment. Place coins on 
map

3. Judging the 
year

Throw dice for good or bad 
economic year

Throw dice for good or bad 
economic year

Throw dice for good or 
bad economic year

4. Calculating the 
value of the share 
investments

Throw dice for share value Throw dice for share value Throw dice for share value

5. Calculating the 
interest from the 
Savings account

Confirm interest, excluding 
long-term Savings account

Confirm interest, including 
long-term Savings account

Confirm interest, 
including long-term 
Savings account

6. Reading the 
Investment and 
Global news

Read Investment news card. 
Read Global news card 
when on ? position

Read Investment news card. 
Read Global news card 
when on ? position

Read Investment news 
card. Read Global news 
card when on ? position

7. Settling  
the accounts

Visit bank to close account 
and collect adjusted invest-
ment

Visit bank to close account 
and collect adjusted invest-
ment

Visit bank to close 
account and collect 
adjusted investment

8; Reviewing  
the year

Review counters on 3 tracks 
and coins on map

Review counters on 3 tracks 
and coins on map

Review counters on 3 
tracks and coins on map

Discussion  
and debriefing

Summarise briefly May confirm and declare 
winners. May relate to 
real life and players. May 
summarise learning

Confirm and declare 
winners. Relate to real life 
and players. Summarise 
learning

Estimated timing Introduction -15-25 
minutes. 
45-65 minutes

40-45 minutes.
If only 2 years Debriefing – 
10-15 minutes

40-50 minutes.
Debriefing – 15-20 minutes

INTRODUCING
the roles, rules, 

rounds

PLAYING
by 8 stages 
over 2 or 3 

rounds

DISCUSSING
the ethical 

issues, Global 
news

REFLECTING
 on the financial gain, loss 

and risks (linked to the 
learning objectives and 

statements)

RELATING
 to personal experience 
and real life examples

There are 5 steps for each round (year): 
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Round (Year) 1
This round introduces savings, investments and 
ethical finance. Family groups consider potential 
Profit and financial risk in order to choose their 
preferred savings, investment and bank. But they 
also consider the social (People) and environmental 
(Planet) impacts of possible savings and invest-
ments that they could make with the banks. The 
bank groups have to understand their portfolio of 
savings and investments that they could offer to 
potential customers. They also have to know the 
potential financial risks and social and environ-
mental impacts of their portfolio. Both families and 
banks have rights, responsibilities and choices.

  Statements

• Your choice of savings and investments can 
match your own values.

• Customers have a choice about where to open a 
bank account and deposit savings. This choice 
can depend on how the bank uses the personal 
savings.

• Personal money put into a bank account is not 
dormant. It can be used by the bank to make 
more money in a variety of ways eg. to buy shares 
in a business.

• Money put into a bank savings account can earn 
fixed interest at high, medium and low levels 
depending on the financial risk of whether it will 
guarantee to make a profit.

• Money can make money through savings, invest-
ment and trade.

• Banks invest the money in personal savings 
accounts and investments in a wide range of 
businesses all around the world. 

• Both banks and customers have rights as well 
as responsibilities. They also have choices about 
how they use their money, and may take financial 
risks when making these choices. They may make 
money by putting their money into savings and 
investments. But they may also lose money as 
there are financial risks.

  Possible questions

• What happened during this round? 
• How much profit did the family groups make?
• How much profit did the bank groups make?
• What happened to the economies of families?
• Which savings and investments performed best 

for Profit, People and Planet?
• Would that be the same each year?
• What could have been done differently?
• Where on the world map has the money gone, and 

what sort of activities is it financing? 
• Do you know of any similar activities or busi-

nesses in real life?
• Which activities do you most and least approve of?

Round (Year) 2
This round allows family groups to switch banks 
and invest their money in a bank that matches their 
own values and interests. It also allows them to ask 
more probing questions to the banks and consider 
more carefully the financial risks, as well as social 
and environmental impacts. The bank groups are 
able to improve the selling of their financial prod-
ucts and services, and to give better advice to their 
potential customers.

  Statements

• Customers can ask their bank, and shareholders 
can ask their business, how they invest and use 
their money.

• Customers and banks can regularly change their 
investments with particular businesses, depending 
on how profitable, and ethical, they are likely to be. 
Annual reports and world news often gives clues.

• Customers have a right to ask banks about how 
they decide where to make their loans and invest-
ments.

• Customers can influence banks and businesses 
by their choice of bank and type of saving and 
investment to individuals and businesses.

• Customers can influence the lives of other people, 
the care of the planet and the global economy 
by their choice of bank and type of savings or 
investment. 

• High profits, as well as high losses, can come 
from taking high financial risks.  

• Ethical banks offer loans and make investments 
for activities that have a positive social and envi-
ronmental impact.

• Ethical finance offers a range of options to save 
or invest in activities with a positive social and 
environmental impact. 

• Everyone can make the choice to invest or save in 
an ethical manner.

  Possible questions 

• What happened during this round 2 that was 
different to round 1?

• Were there any differences in the way families 
and banks made their decisions?

• What kind of information and advice did fami-
lies receive from the banks? Was this good and  
honest advice?

• Were the families more confident about asking 
questions to the banks?

• Where on the map are the most and least ethical 
businesses?

• Which family and bank is the most ethical at this 
round by looking on the board at the family and 
bank with the highest low score (either the Profit, 
People or Planet score)?

• What ethical decisions did they make?

INTRODUCING
the roles, rules, 

rounds

PLAYING
by 8 stages 
over 2 or 3 

rounds

DISCUSSING
the ethical 

issues, Global 
news

REFLECTING
 on the financial gain, loss 

and risks (linked to the 
learning objectives and 

statements)

RELATING
 to personal experience 
and real life examples
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Round (Year) 3
Round 3 includes the elements outlined in the 
previous two round. It also enables investors to 
become cooperative and social entrepreneurs. 
The ideas of loans and credit are introduced. 
The concept of credit is made explicit. Inves-
tors can borrow money as enterprises as well as 
loan money to enterprises without having to go 
through a bank.

  Statements

• All those in round 2
• Banks may offer loans to new enterprises but 

also expect interest to be paid on the loan.
• Several people can cooperate and join together to 

create a new cooperative business.
• Customers can become entrepreneurs to set up 

enterprises which could be cooperatives.
• New cooperative enterprises can be created by 

cooperation between people in a community, and 
without much investment.

• An entrepreneur can set up a cooperative enter-
prise using bank loans and a partnership with 
other entrepreneurs.

  Possible questions 

• Several questions from round 2 can be repeated 
or used for the first time after this round 3.

• What happened during this round 3 that was 
different to round 1 and 2?

• How did the families negotiate to set up their 
enterprises?

• Has any cooperation between families been a 
problem or a success?

  Summarising question

Refer to the Finding the Winners section of the 
rules.
• Which family and bank is the winner by looking 

on the board at the family and bank with the 
highest low score (either the Profit, People or 
Planet score)?

Debriefing 
The debriefing is the main element of the game, 
as it relates to real life and the players own 
awareness, values and financial future. Views and 
suggestions by players, and leaders, can be added 
to the Ethica UK network website as feedback and 
advice for other leaders.

  Questions/ Discussion

about tHE lEaRning by tHE PlayERS: 
This can be related back to the learning objectives 
and statements.
• How are you more aware about the movement of 

money?
• How are you more aware of your rights and 

responsibilities as a bank customer, investor, 
entrepreneur and banker?

• How are you more aware of financial risks and 
ways of avoiding them?

• How are you more aware of the links between 
economic (Profit), social (People) and environ-
mental (Planet) systems?

• How well did you, and the other players, reach 
consensus (mutual agreement) and cooperate 
with others?

• What sort of questions will you ask banks and 
other financial institutions in the future about 
the management and use of your money?

• How could your own money affect the lives of 
other people and environments around the world  
- for better and for worse?

• What real examples of the sorts of ethical issues 
in the game are mentioned in national newspa-
pers, on TV or news websites?

• What real examples of ethical issues about banks 
or large businesses are mentioned in national 
newspapers, on TV or news websites?

• What real examples of cooperative enterprises 
are in your local area or local newspapers?

• In the game and in real life, is most profit made 
from the most unethical investments, and least 
profit made from the most ethical investments?

about tHE gamE:
• What did you most enjoy about the game?
• How could it be improved or extended?

  Ethical investors and consumers 
  have particular awareness and values 

Awareness – Aware that we are all global citizens 
and that our individual choices must be balanced 
by our responsibilities. Aware of  what it means 
to be enterprising and what is needed to set up an 
enterprise.
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Risk - Aware of financial uncertainty and risk 
and the need for precaution in making financial 
decisions. Understand risk in both positive and 
negative terms.
Complexity – Aware of the complex relationships 
between Profit, People and Planet (the corner-
stones of sustainable development), appreciate 
that they are connected and, as a result, make 
decisions and solve problems in a joined-up way. 
Consensus and collaboration - Willing and 
able to make collective decisions and work coop-
eratively together even though all members of the 
group may not hold the same views. 
Critical thinking - Becoming a more critical, 
questioning and informed consumer of financial 
services and products. Willing and able to think 
critically about problems, issues and situations to 
enable individuals and groups to thinking about 
the kind of financial and trading systems we need 
to achieve sustainable development. 
Wellbeing – Have an attitude of care and respect 
for one’s own wellbeing, that of other people, and 
for the planet. 

  Ethical investors and consumer are:

Clear  - Able to clarify personal values about 
what is fair and ethical about the profit from any 
savings or investments and its impact on people 
and the planet.
Responsible  - Able to make more socially and 
environmentally responsible decisions about the 
choice of bank, personal savings and investments.
Informed  - Able to make more informed, ethical 
choices about how we can use and invest our 
money in a socially and environmentally respon-
sible way.
Questioning  - Have more confidence and under-
standing to question banks and businesses about 
their ethical policies, investments, marketing and 
advertising for new customers. 
Effective  – Able to manage their money and 
finances more effectively and responsibly.

  Real life examples

A range of real life examples are included in the 
Ethica UK network website (http://ethica.grouply.
com).

Extension
Below are a few suggestions for extension. 
Further extensions, weblinks to other games and 
short online videos are included in the Ethica 
UK network website (http://ethica.grouply.com). 
Leaders who have played the game will be able to 
contribute other suggestions to this site.

  Extending the game

• New Global news cards or Investment news 
cards, based on topical news and business news-
paper articles and reviews, could be researched 
and written.

• A new cooperative enterprise could be researched 
and developed with its associated Cooperative 
Investment card.

  Extending as real life research

• A range of banks could be asked for their ethical 
policies.

• As a group open an ethical savings account. 
Ask the bank about how it will use the money 
invested. 

• A co-operative is an organisation, owned and 
controlled by its members, to provide products 
or services to the members or to the general 
public. Find examples of different cooperatives 
( financial, housing, service, worker, producer, 
consumer) cooperative in your local community? 
Try asking parents and teachers, looking online 
or in the yellow pages.

• Purchase a common share of a cooperative with 
a social purpose. The group could jointly buy a 
share of the cooperative and thus be a part owner 
of the cooperative. 

• Consider setting up a consumer cooperative to 
jointly purchase goods, such as food or drink, 
directly from producers. This may reduce costs 
to the cooperative members.

• Arrange a visit to a social enterprise in the local 
area.

• Consider ways of using your individual or group 
money so it can be good for oneself, other people 
and the planet – eg. buying fair trade products.
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Terms
There are many key words and terms in the rules 
and on the cards that may be new to the players. 
They are briefl y described in the Ethica UK 
network site. However they are listed here as they 
appear in the Rules and Cards. Basic fi nancial 
terms are described on: http://www.moneymake-
sense.co.uk/glossary.htm.
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Background
Susted has been working with partners in Belgium, 
France, Poland, Spain and Switzerland since 2009 
to develop this education for sustainable develop-
ment resource on personal fi nancial management. 

Ethica is an European project based on the original 
idea of Reseau Financement Alternatif. The two 
year project is funded by EU Leonardo Transfer 
of Innovation. It has been further developed and 
tested by each of the country partners in Belgium, 
UK, France, Switzerland, Poland and Spain. It is 
distributed in English, Spanish, Catalan, French 
and Polish language versions.

  In the Rules

Bank
Cooperative
Investment
Savings account 
(ethical, basic and 
long-term)
Share investment
Cooperative investment
Good economic year
Bad economic year
Risk
Stock market
Annual Interest Rate 
(AIR)
Financial gain (Profi t)
Social impact (People)
Environmental impact 
(Planet)
Share value
Enterprise
Portfolio
Loan
Credit

  In the Cards

Dividend
Fiscal (tax) policies
Defi cits
Credits
Subsidised loans
Market share
National minimum 
wage
Wage dumping
Working hours and 
overtime
Consumer rights
Green building design
Renewable technolo-
gies
Corporate social 
housing
Organic products
Environmental disaster
Non-renewable sector
Developing countries
Bio standard
Sustainable food 
labeling
Green products
Carbon tax
Global warming
Nanotechnology
Freedom of speech
Oppressive dictator-
ships

This project has been funded with support from 
the European Commission.
This publication [communication] refl ects the 
views only of the author, and the Commission 
cannot be held responsible for any use which may 
be made of the information contained therein.
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Ethica

Ethica

Ethica is an European project based on the 
initial idea of Reseau Financement Alternatif. 
It has been further developed and tested by 
each of the country partners; is distributed in 
English, Spanish, French, Polish and Catalan in 
Belgium, UK, France, Switzerland, Poland and 
Spain. 
Please, for training of trainers contact us at 
www.ethica.co

OBJECTIVES
Players will:
� Learn how personal savings and investments can 
affect other people, the planet and the global economy 
- both for better and for worse.
� Understand the pros and cons of different 
investments and savings, and their levels of fi nancial, 
social and environmental risk.
� Be able to make more informed, ethical choices 
about how we can use and invest our money in a 
socially and environmentally responsible way.
� Understand how money can be a tool for both 
sustainable and unsustainable development in a range 
of businesses.
� Understand how banks can use and abuse the 
money that we invest in them. 
� Understand how we can infl uence banks and 
businesses by choosing our bank or investing our 
money.
From 15 years old - from 6 to 27 players

Belgique :
RESEAU FINANCEMENT 
ALTERNATIF
Avenue Cardinal Mercier, N°59
5000 Namur 
T. 02 340 08 60
info@rfa.be
www.fi nancite.be

United Kingdom :
SUSTED - SUSTAINABILITY 
 EDUCATION CONSULTANCY
Brewery House, Ketton
Stamford PE9 3TA  (United Kingdom)
T. 0044 (1)780 729 208
Email: adam@susted.org.uk
http://susted.grouply.com
www.susted.org.uk

France : 
IEFP-LAFINANCEPOURTOUS
Palais Brongniart 28, place de la 
Bourse - 75002 Paris
T. 01 49 27 55 06
b.marx@lafi nancepourtous.com  et 
s.breton@lafi nancepourtous.com
www.lafi nancepourtous.com

BARCELONYA SCCL
Santa Teresa 3  (08012) Barcelona
T. +34 93 4245202 
+34 93 1171108 
host@barcelonya.com 
www.barcelonya.com

Polska :
MICROFINANCE CENTRE (MFC)
Koszykowa 60/62 m. 52, 00-673 
Warszawa, Polska
T. +48 22 622 34 65 
microfi nance@mfc.org.pl
www.mfc.org.pl

Suisse :
FÉDÉRATION ROMANDE  DES 
CONSOMMATEURS (FRC) 
CP 6151 - Rue de Genève 17 CH 1002 
Lausanne 
T. +41 21 331 00 90 
vaud@frc.ch
www.frc.ch 

www.ethica.co

The Ethical finance Game


